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I'M NOT ANBRY 
V III I'M NOT EVEN 

PISAPPOINTEP.i 
/YOU CAME PACK. 

/ I CAME HOME. W 
BUT THAT WORLP THAT 1 
YOU JUST WENT BACK TO... I 
. THAT'S THE WORLP THAT 1 
\ TOOK ME FROM YOU M 
V. BEFORE. /Mk 


Jr BUT IT'S YOUR \ 
r CHOICE. ANP I'M BROWN UP N 
NOW. I UNPERSTANP YOU 
MUST GO, BUT I WON'T WAIT 
V AROUNP FOR YOU TO COME . 
V. HOME ANYMORE. 






























































































f ...we TRACKER THE 
/ FLOW OF INTEL FROM 1 
CARACAS, AW WE FOUNP THAT | 
THE HACKER SECRETLY BOOKER, 
\ ROOMS ABOARP A SPANISH J 
k. CRUISE LINER. 



THIS IS A TWO NIGHT CRUISE 
-A PERFECT OPPORTUNITY FOR 
MEETINGS YOU PON'T WANT 
.TO HAVE NEAR PRYING EYES J 
ANP EARS. 


X PON'T KNOW 
/ IF THEY'RE SELLING ^ 
OR BUYING, BUT 
ONE WAY OR ANOTHER 
\ WE SHOULP BE ABLE i 
L-^TO FINP THEM. 



WON'T LIE. 1 

: NEEP YOU, 


^1 NEEP YOUR \ 
EXPERTISE IN THE! 
FIELP, X NEEP TO 
, KEEP PA LAPIN 9 J 
k AFLOAT. ^ 


THEY WERE GONE^^j 
J IN CARACAS. IF WE CAN 1 
BRING ONE OR TWO BACK 
. HERE, WE CAN LEARN MORE 
L ABOUT THEM, ANP BRING A 
THEMPOWN. 










































THFY'Re 
STARTING 
UP TH e 
FNSINeS. 


~ THfy'LU ~ 
uive we coveR 
. sioise. a 



MHOW MUCH' 
SOOP PIP IT 

eveR po Me, 

NANYWAY? , 


f I PONT ^ 
Neep ro ReMiNP 
you THAT ON 
THIS We'Re ON 
kFRieNPLY-?- ‘ 


no, you 

PONT. 


V YOU PON'T ^ 
1 HAVe THe FIFTH 
FReepoM 

ANYMORe. You'Re 
LuNPROTeCTeP. A 
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r WHATS " 
HAPPENING IN 
. THEBE? > 









































































r NOTHING T 

ei.se to tsul 
k me? y 


JUST A 
SOLPieR. 
youve 

kJUST... j 



r ANP T 
WHY WOULP 
k THey- a 



























































'THE BOMB IN THE BOOM 
WAS SUPPOSEV TO GO OFF AT 
THE SAME TIME. MEANING THEY 
WANTEP THIS TO LOOK LIKE 
A TEPPOPISTATTACK TO 
COVEP UP THE KIPNAPPING. * 


'THE QUESTION IS WHAT PO 
THEY WANT WITH THE COLONEL T 


’'ANP WHYPO THEY 
WANT THE WOBLP TO 
THINK HE’S PEAP?' 


T BUT 
TORTURE t 

k why? 








































































'I'M SORRY SAM. 
I'M SO SORRY THERE 
WAS NOTHING YOU 
COULD HAVE DONE." 


'YOU CAN'T 
CONTROL 
EVERYTHING" 
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MIMPy, eFFORfc X FORtfFT: FOR THP 3RFAKFA5T, 
l SUR£ TO SFAT AAON5IFUR FFSPY NFAR i 
THF /W5ASSAPOR 50 THP TWO CAN 
0£T TO TALKING... 


F anp you've 
INFORMS SRUSSeLS’ 
. A50UT OUR N^W i 
L SCHePUie? i 








































































HELLO, 

GRIM. 


f TELLIN G yk 
MY SECURITY ' 
[THAT I HAVE AH i 
LlNTRUPER. > 


LEAVING SOON. 
I JUST NEEP 


/ OUT FOR 

/ REVENGE, OUT 1 
' CHASING YOUR OLP ’ 
GHOSTS--COULP IT BE 
YOU'VE FINALLT 
i LEARNEP TO PULL . 
\ THE TRIGGER, A 


' BECAUSE I WAS ' 
ON THE CRUISE SHIP 
. IN BARCELONA / 
'v LAST NIGHT. 


' YOU WERE ' 
ON THE SHIP? 

v why? a 


BRAPSHAW HAS THE LOCATION 1 

ANP SECURITY COPES FOR JSOC 
V INTEL CENTERS IN EUROPE A 
I ^ ANP ASIA. 


( WE KNOW' 
ABOUT 
VBRAPSHAW^ 

















































A GROUP 

f CALLEP "KROWE," 1 
r BUT THAT'S ALL 1 
X KNOW. THEY WERE 
SMALL-TIME BEFORE 
l THIS—BLACKMAIL , 
L ANP EXTORTION, i 
MOSTLY. >J | 


► WB KNOW 

ABOUT THBM AS ^ 
WELL. THEY'RE BASER 1 
GEORGIA, BUT THEY ARE 
FUNPEP BY ANOTHER i 
ORGANIZATION- A 
k OR NATION, 


F GO AFTER THEM, \ 
[THOUGH. NOT SO LONG 1 
l AS THEY'RE TUCKER I 
L SAFELY AWAY IN L 


ANP THIS \ 
f IS THE PART \ 
WHERE X REMINP 
YOU, SAM, THAT YOU 
. NO LONGER HAVE 


r SO GO HOME, \ 
ANP LEAVE THIS TO 
PIPLOMACY. LEAVE 
k THIS TO ME. J 



AT SOME POINT, 

r SOMEONE WILL. BUT WE'VE 1 
SEEN WHAT HAPPENS WHEN 1 
WE TAKE THE POG OFF OF THE 
. LEASH. OUR GOVERNMENT , 
L POESN'T WORK THAT A 
WAY ANYMORE. ^ 


ANP YOU ^ 
PON'T WORK FOR THE 
^ GOVERNMENT. A 





















































r VIC, IT'S T 
SAM. VOU HEARP 
k EVERYTHIN*?? 



a ves, anp ^ 

CHARLIE'S ALREAPY 

on KRowe. it seems 

THEY'VE BEEN 
V BUSY lately. 


WITH? 
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111 -- U- .a 



V S AM, MAYBE \ 

SHE'S BIGHT. MAYBE YOU 
SHOULP LET HEB TAKE THIS 
ONE. OB AT THE VEBY 
|k LEAST. LET US. S 


FOB ONE THING, 

Y THEY USEP INTEL FBOM \ 

f THEIB BLACKMAIL OPEBAVON 
TO IDENTIFY BBAPSHAW. I'LL 
SPABE YOU CHABUE'S TECHNICAL 
L BABBLE, BUT WE'VE TBACEP 
L THEIB EMAIL CHAINS / 

A > TO AN APPBESS. 


/ T'^ YOU PIP ~n§ 
f MOBE THAN IASKEP \ 
YOU TO. I CAN'T ASK YOU ' 
TO PO MOBE. ESPECIALLY 
, NOT WITH SABAH i 
L AT HOME. 


IT'S JUST ^ 
LAWN MOWINS ANP 
MORNINS NEWS FOR, 
LmeTHERE,VIC. A 
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r TH£Y 1 
WONT tt 
UOOKIN0 

lfor om. ' 
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THAT'S 


THAT'S 

[THE TERMINAL] 
[ THEY WERE I 
USING. A 


POESN'T ^ 
'look LIKe ANYONE'S' 
BEEN ROINS 
i ANYTHING IN THIS J 
L. TINY TOWN. ^ 
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r SAM, you ^ 

NEEP TO GET 
OUT OF THEBE. 

GET OUT OF 
L THEBE NOWy 


tf copy, i ^ 
Jheab/ttoo. ] 

EVACUATING TO 
l BENPEZVOUS ) 


Kffl fi 


Wi 


xBr 


WT rSL j ) 4 UT ^ 



Jr? /* 

| _/ j6Bicoo>3UoooN^c/ 

^ay 





B f 00J33B0 oiAicjo H9 




Hr' 


1 V iepaoc^fcoiy^ 






j 


/ f.W 





bi 

s. \ Wjjwt, 

iaSiS < \ 























































* TDM CLANCY'S 3 



A SPECIAL. INTERVIEW WITH ARTIST 


UAmiNG 

INTERVIEW SY BY RUN BREWER 


I first became aware of your art, Marc, around 2001 when you were 
penciling the great DC/Vertigo experiment by Howard Chaykin and David 
Tischman, American Century. The story of Harry Block/Kraft kind of had that 
espionage feel. Any comparisons of that work with Tom Clancy's Splinter 
Cell: Echoes ? 


The only comparisons I can draw are that both books are very grounded 
in their respective periods and therefore they required a great deal 
of research and reference to ensure that they feel 'real' enough to the 
reader. After working on SC:E I'm sure I'll be on serval government's 
watch lists just from my googling search requests. ;) 


Why are these noir tales of personal risk and shadow governments stories 
at which you excel? Is it your favorite fictional genre? 


I really don't know and I guess that's really for others to answer but I 
guess that because I have quite an old fashioned comic strip like style 
that editors see my work suiting noir/action adventures stories most. I do 
enjoy drawing stories that contain quiet character moments and I've 
always liked the challenge of making 'talking head' pages interesting for 
the reader. And who doesn't like a troubled/flawed lead character? 


I read all genres of fiction and I'm a veracious reader. The books I've 
most in enjoyed recently are Carlos Ruiz Zafon's 'Cemetery Of Lost 
Books' series and there's a huge slice of noir in those suppose. 


Did you study the Splinter Cell games in putting the character studies for 
Echoes together, or are the images we will be seeing in this four-issue 
limited series mostly Laming imagination? 


My brief from Ubisoft was to bring the look & feel of Blacklist to SC:E 
so I immersed myself in the artwork and animatics that they sent me 
until I came up with what you see the book. Nathan & I were also guests 
at Ubisoft's Toronto studio for a few days so we got to see the game 
being developed and that fully allowed us to see how they were 
imagining Sam Fisher's world in Blacklist. 


Are there any characters in the limited series you wholly designed yourself? 
Not just tweaked, but virtually created? 


There are a few, mostly the Krowe agents but Nathan & I were very 



aware of wanting to give Splinter Cell fans loads of Easter eggs to enjoy 
so must are tweaks from Sam's previous game adventures. 

Are you a gamer? If so, have you played Blacklist , Chaos Theory or any of 
the franchise? 

Unfortunately drawing comic books doesn't allow much time for gaming 
these days although I did play 'Conviction' before we began the project 
to familarise myself with Sam's fighting style and stealth tactics. 

How similar will gamers familiar with the Tom Clancy Splinter Cell games 
find the art's "feel" in the books from Dynamite/Ubisoft? 

Hopefully with all the research and the conscious effort we made as 
a team to capture the look and feel of Blacklist gamers and fan's of 
the Splinter Cell novels they should feel right at home. A big part of 
capturing that feel is down to the excellent colour art from Ian Herring 
on the book, he really made the project sing. 

Speaking of "feel," you have certainly proven to be an artist who can 
master a necessary atmosphere for a book. Look at the differences in your 
Planet of the Apes offerings and the teaming of pulp legends in Kings 
World. The art could not be less similar, yet both were so right for each 
book. How do you develop that talent? 

I think both of those series look like my work as a whole but I think I 
approached the atmosphere's of the books differently. POTA I saw as an 
intense WWII movie as directed by Corina Bechko & Gabriel Hardman and 
Jeff Parker's Kings Watch was a big splashy summer blockbuster so that 
lent itself to a more open illustration style. 

What is the greatest challenge in translating a video game into the comic 
book? 

From my point of view it was staying 'on model' throughout the book. 

Was Sam Fisher your favorite character in Echoes ? 

Sam was fun to draw especially when in his ops suits but my favourite 
character to draw in the book was actually Sam's friend Victor Coste - 
he had a great mustache going on. 

What do you enjoy rendering most in such a book as this, one that has both 
high over-the-top action but also extremely character-suffering personal 
moments? 

I enjoy both! Action scenes get you to stretch one set of muscles and the 
character stuff another and Nathan gave me plenty of both to draw in 
SC:E. 

••• Is Nathan Edmondson a hard writer with whom to work? How did you guys 
gel as a team on this limited series? 



Nathan & I had already worked on an issue of his Image book 'The 
Activity' and we had worked together really well so we had a solid 
working relationship already before SC:E. We were also able to discuss 
the project face to face when Ubisoft had us visit them. 

Along the way, Marc, did you happen to work any with artists from the 
games, like Clancy art director Scott Lee? 

I worked quite closely with Scott at the beginning of the project when 
we were still nailing down the mood and the look and feel of the artwork 
and he was extremely supportive and helpful during that process. Also, 
Scott tells the best stories... 

After this experience, do you think you would be interested in trying a stint 
as a game artist? 

I can see the attraction of the games development world but I think I like 
the challenge of the storytelling in comics to much to dive in to being a 
games artist. 

To your understanding, the main difference between being a comic book 
artist vs. a game artist is ...? 

The average pay scale hahahaha. ;) 

Tell me the story of how you became an artist? What comic book artists did 
you admire/emulate as a youth? 

I've always read and always drawn since I could hold a crayon and I 
almost can't remember a time when comics weren't in my life. My Dad 
would often buy comics for me on his way home from work -UK weekly 
comics like with great titles like Victor, Shiver & Shake, Valiant, Buster 
& TV Countdown and the British Marvel reprints like Mighty World of 
Marvel & Spider-Man Weekly. My love of comics continued to grow and 
like I was with book I read everything regardless of genre. At the age of 
10 we were asked to write a piece for school about 'what we wanted to 
be when we grew up' and my answer was 'an artist or inker for Marvel 
Comics' and I don't think my mind ever changed from that point on. 

I went on to study illustration & graphic design at a college that didn't 
consider comics a career so I spent three years not thinking about 
comics and doing as much drawing & painting as I could. But comics 
never really went away and thanks to being able to put comics by the 
likes of Bill Sienkiewicz and Dave McKean under my tutors noses they 
let me do a comics based project for my final show. Pretty soon after I 
graduated I got my first work in comics on the strength of that project 
working on the Revolver anthology Romance Special. I was totally out 
of my depth and really needed to go away and learn how to do comics 
properly! I worked as a graphic designer for a few years which taught me 
loads about design and page layout but it wasn't comics and it wasn't 
long before I was putting a portfolio of samples together and self pub¬ 
lishing comics. That lead to meeting Andy Lanning at a UK convention 
who was, and still is, very encouraging about my work and he introduced 



me to Shelly Bond which lead eventually to me working for DC. 

I've always been a fan of the artists like Al Williamson, Howard Chaykin, 
Alex Toth, Gil Kane, Jack Kirby, Jeff Jones, Charles Schultz, Giles, Barry 
Windsor-Smith, Frank Belamy, Frank Hampson, Milton Caniff, Dave Sim, 
Frank Robbins - the list could go on and on and they have all been an 
influence in one way or another 

If you could work on one existing comic book, what would it be and what 
about that character(s) attracts you? 

I've been so lucky in the last few years and had a chance to work on 
characters that I've always been a big fan of. I'm currently getting to 
draw Captain America in the Invaders which is dream come true but I'd 
love to draw Solomon Kane, Conan or Shang Chi. 

••• Was there any pressure in doing Dynamite's Kings Watch, drawing as it 
were a number of legendary heroes dating back to the pulp magazines? 

Only in so far as I was a big Alex Raymond fan and loved the Phantom 
comic strips so it was really important to me that I didn't make a mess 
of it! Thankfully Jeff Parker wrote a fantastic script which made the 
whole job very easy. 

What did you think of Echoes' big-bads, KROWE? 

They were a lot of fun to draw and just the sort of very real nasties that 
Nathan is so good at writing. 

Who would be your dream writer with whom to work (aside from Nathan 
Edmondson, of course, lol)? 

I've been blessed with the people I've had the great fortune to work with 
- Howard Chaykin, Bill Willingham, Garbiel & Corinna, Nathan, Jeff 
Parker, Gary Phillips, Nate Cosby, James Robinson, Rachel Deering - all 
such good writers so I've been spoilt already. 

Marc, any projects present or future you'd like to discuss? 

I could tell you, but in Sam Fisher fashion, if I did I'd have to kill you. ;) 


cams sack next issue for an 
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DAMNED IF HE DOES... DEAD IF HE DOESN’T 

AN INTERVIEW WITH DUANE SWIERCZYNSKI 


DYNAMITE ENTERTAINMENT: How would you describe Cody Pomeray, the 
titular character of EX-CON? 

DUANE SWIERCZYNSKI: Cody's your classic grifter -- there's nothing he 
wouldn't steal, including his name (which he picked up from a Beat novel he 
once read). To me, the difference between a grifter and a bandit is their choice 
of tools: bandits use deadly weapons, while gifters use their brains. Cody's 
brain, however, works in a slightly different way. He interprets mental states 
as actual colors, so it's easy for him to know who's lying to him, as well as who 
wants to lay down with him (if you know what I mean). He calls it "Seeing the 
Lights," and it's served him well over the years... until our first issue. 


DE: By the nature of the title itself, we know that Cody has already experienced 
his crime and punishment. Will the story be firmly set after his stint in prison, 
or will we get to experience flashbacks to his jail time and what shapes him 
into his current state? 

DS: The story opens with a brief glimpse of his freewheelin' life before prison, 
but yeah — we pick up his tale five years later (in 1989), on the day he's 
released. That said, we do have some brutal looks back at Cody's prison days, 
because they absolutely set him on the doomed road he's currently traveling. 


DE: The events of EX-CON are set in the 80’s. How does that era - its politics, 
materialism, societal fears and distractions, etc. -- play a role in the story? 

DS: I think certain eras have their ideal crime stories - and Cody's story just 
felt like it came screaming out of the 80s. It's also nice to play in a world where 
you can't rely on cell phones or the internet. And of course, there's the music, 
the drugs, the drinking, the clothes... artist Keith Burns and I have been having 
a blast. 


DE: Should fans of your previous comics work anticipate similar themes to 
appear in EX-CON? Any comparison titles from the Swierczynski library whose 
readers are ideally suited to enjoy this new project? 

DS: EX-CON is probably my first balls-out crime story for comics, as opposed 
to other comics that have had a superhero or science-fiction element to them. 
Granted, Cody has an ability that could be considered a superpower, but he's 
no hero, believe me. 

Fans who've liked my darker novels - THE WHEELMAN or THE BLONDE, for 
instance - will feel at home in Cody's twisted little noir world. 


DE: Why don't you give us something to salivate over - what's something you 
can tease (without giving too much away, obviously) that'll make people really 
sit up and take notice of EX-CON? 

DS: I'm torn; do I mention the infamous wine-coolers-in-the-garage scene? Or 
theieisgapsBsequence that I'm pretty sure made Keith Burns blush? Or the 
bearded horror/porn director who... ahhhh, I can't give anything away. You're 
just going to have to enjoy the 80’s splendor along with poor Cody. 
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